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WARNINGS Read Before Using Your Sega Dreamcast™ Video Game System 
CAUTION ' .siSIM 

Anyone who uses the Sega Dreamcast should read the operating manual tot the software and console before operating them. 
A responsible adult should read these manuals together with any minors wi u«wifi use the Sega Dreamcast before the minor uses it. 

HEALTH and EPILEPSY WARNING 

Some small number of people are stli|^||i fd epileptic secures or loss of consciousness when exposed to certain flashing lights 
or light patterns that they encounter in ever^dSy itfe, such as those in certain television in lages or video games. These seizures or loss 
pf consciousness may occur even if the person nas never had an epileptic sebum. 

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior to 
using the Sega Dreamcast 

In all cases, parents should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, eye or 
muscle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USI 
AND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY 

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using the 
Sega Dreamcast, 

« Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable. 

: * Do not play if you are tired or have not had much sleep. 

» Make sure that the room in which you are playing has all the lights on and Is well lit. 

• Stop playing video games for at least ten to twenty minutes par hour. This will rest your eyes, neck, arms and fingers so that you can 
continue comfortably playing the game in the future, 

I^' OPERATING PRECAUTIONS 11 

To prevent personal injury, property damage or malfunction: 

Before removing the disc, be sure it has stopped spinning. 

The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this dims 
in anything other than a Sega Dreamcast console, especi. illy r tot in a CD player. 

Do not allow fingerprints of dirt on either side of the disc. 

Avoid bending the disc. Do not touch, smudge or scratch its surface. 

Do not modify or enlarge the center hole of the disc or use n disc that is cracked, modified or repaired with adhesive tape. 

Do not write on or apply anything to either side of the disc. 

Store the disc in its original case and do not expose ii to higl i temperature and humidity. 

Do not leave the disc in direct sunlight or near a radiator or other source of heat. 

* Use lens cleaner and a soft dry cloth to clean the disc, wiping gently from the center to the edge. Never use chemicals such as benzer ■< • 
and paint thinner to dean the disc. 

PROJECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use of 
Video games on large-screen projection televisions. 

■ ^ ■■■■■■ 

This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to p . 
player; doing so may damage the headphones and/or speakers. This game is licensed for home play on 1 
system only. Unauthorized copying, reproduction, rental, or public performance of this game is r w 
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A Special Message from CAPCOM ENTERTAINMENT 

Thank you for selecting CAPCOM VS SNK MILLENNIUM FIGHT 2000 
for your Sega Dreamcast We at CAPCOM ENTERTAINMENT are proud 
to bring you this new addition to your video game library. 

CAPCOM ENTERTAINMENT, INC. 

475 Oakmead Parkway, Sunnyvale, CA 94086 
© CAPCOM CO., LTD. 2000 ALL RIGHTS RESERVED. 

© CAPCOM U.S.A., INC. 2000 ALL RIGHTS RESERVED. 

©SNK 2000. 

CAPCOM and the CAPCOM LOGO are registered trademarks 
of CAPCOM CO., LTD. CAPCOM EDGE is a trademark of CAPCOM CO., 
LTD. CAPCOM VS. SNK MILLENNIUM FIGHT 2000 is manufactured and 
distributed by CAPCOM CO., LTD. under license from SNK Corporation. 
SNK is a trademark of SNK Corporation. 


CAPCOM EDGE HINT LINE 

Hints are available: 


Counselors available Monday - Friday 8:30 am - 5:00 p m. 


to use this service. 

CAPCOM ON-LINE 


or to check out featured games on-line! 
at megamail@capcom.com for technical 
new at CAPCOM! 


You can also e-mail us 
help or to find out what's 
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SEGA DREAMCAST 


DISC DOOR 


OPEN BUTTON 

Press to open the Disc Door. 


POWER BUTTON 

Press to turn the unit 
ON or OFF. 


CONTROL PORTS 


equipment. From left to right are Control Port A, Control Port B, Control Port C 
and Control Port D. For CAPCOM VS SNK MILLENNIUM FIGHT 2000, use 
Control Ports A and B to connect controllers for players ! and 2 respectively. 

CAPCOM VS SNK MILLENNIUM FIGHT 2000 is a 1 -to-2 player game. 

Before turning the Sega Dream cast power ON, connect the Sega Dreamcast 
controller^) or other peripheral equipment into the control ports. 


(VMU) 

To save option settings and high score data, insert a Visual 
Memory Unit (VMU) into Expansion Slot 1 of the controller 
in Control Port A BEFORE turning on the Sega Dreamcast. 

Note: Whil e s 
Dreamcast pc 
the controller 


Sleep Button 

ModeButton 

• . :• ' 

B Button 

A Button 


.Directional 


.. ' •' 


(D-Button) 
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Select a game mode. (See game mode descriptions 
beginning on page 8.) 

Select a groove, team of players, fight speed and 
order of players. (You will select some or all of 
these, depending on your game mode. See the 
following sections of the manual for details.) 




You can save game data to an optional Visual Memory 
Unit (VMLI) and access your saved games in order 
to resume play. Lise the MEMORY CARD option from 
the Main Menu. See page 12 for instructions. 

This game requires an optional memory card 
with 9 free blocks in order to save game data. 


MARTIAL ARTS MELEE! 


In AD 2000, a special martial arts event is planned through 
a collaboration of the two most powerful world organizations: 

Robert Financial Clique and Masters Foundation, It is hoped that 
the gala event will ease the political conflicts between the two powers. 


Many renowned martial artists have registered for the tournament. 
Around the world, people are intensely focused on the upcoming 
exhibitions. 


The long-awaited opening ceremony is a huge success. 
No one notices the signs of imminent collapse ... 


STARTING A GAME 


Press the Start Button at the Title screen to display 
the Main Menu. To make your selections on the 
screen, use the Directional Button or joystick to 
highlight choices and press the A Button to accept. 
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CONTROLS {default) 

SEGA DREAMCAST CONTROLLER 


Expansion Slot 1 


ilpfai 


| 


Right Trigger — - ■ ■■ • ■ . 

- tight Kick + Heavy Kick 
(LK + HK) 


Left Trigger 

- Light Punch + Heavy Punch 
(IP + HP) 

Expansion Slot 2 


• ■ • 


X Button - Light Punch (LP) 

Y Button - Heavy Punch (HP) 

B Button - Cancel selections / 
Heavy Kick (HK) 

A Button - Accept selections / 
Light Kick (LK) 


Analog Thumb Pad 


Directional Button 
(0-Button) 


Highlight selections on menu screens 
/ MPve your character*: 

Vertical jump 

71 Diagonal forward jump 
# Move forward 

51 crouch 
4^ Crouch 

f< crouch / tower block 
f Move backward / Upper block 
K diagonal backward jump 


Start Button- 

Start game / Pause / Resume 
/Join in for Player 2 


Never touch the Analog Thumb Pad or Left/Right Triggers 


These moves are for characters 
facing right. Reverse the left/right 
directions for fighters facing left 


malfunction. If the Analog Thumb Pad or Left/Right Triggers 
are accidentally moved while turning the Sega Dream cast 
power ON, immediately turn the power OFF and then ON 
again, making sure not to touch the controHer. 
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SEGA DREAMCAST ARCADE STICK 


X Button - Light Punch (LP) 


Start Button 

Start / Pause / Resume 


Joystick 


Highlight selections 
on menu screens / 
Move your character 



Y Button - Heavy Punch (HP) 


Z Button ~ Light Kick + Heavy 
Kick (LK + HK) 

C Button - Light Punch + Heavy 
Punch (IP + HP) 

B Button Cancel selections / 
Heavy Kick (HK) 

A Button - Accept selections / 
Light Kick (LK) 


SEGA DREAMCAST JUMP PACK 


TM 




Pack vibration peripheral. When inserted into the Expansion Slot 
of a Sega Dream cast controller or compatible peripheral equipment, 
the Jump Pack provides a vibration effect that can considerably enhance 
the game play experience. (The Jump Pack cannot be used with the Arcade Stick.) 

Note: When inserted into Expansion Slot l of the Sega Dreamcast controller, the jump Pack 
connects, but does not lock. If the controller is jarred, the Jump Pack may fail out during game 
or otherwise inhibit game operation. The jump Pack cannot be used with the Arcade. Stick. 


• CAPCOM VS SN K MILLENNIUM TIGHT 2000 is 

and Start Buttons. This will cause the Sega 

a l -tp-2 player game. Connect controllers or 
other peripheral equipment before turning on 

Dreamcast to soft-reset the software and 
display the Title screen. 

the Sega Dreamcast. 

* For both the controller and Arcade Stick, you 

* When using any controller, to return to 

can change the default button assignments. 

the Title screen at any point during game play, 
simultaneously press and hold the A, B, X, Y 

Seepage 13. 
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HamcRutio Number 


Team Memh$f$ 




Vitality Gauge 
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Mxtm Gauge 


SC level Gauge 


Groove Po/nf Gauge 


Name/Rallo Number 
Timer 


The current fighter’s name and Ratio dumber (see page 7). 

Remaining time. When the time reaches zero; the match is decided 
by the remaining vitality of both teams. 

The largest one displayed is the fighter currently used. 

The color bar decreases as the fighter takes damage. If the vitality 
reaches zero, the character is knocked out (K.CVd). 

(Notshown.) Number of wins in a 2 player game. 

This gauge is displayed when SNSK Groove is chosen (see page 16). 

This gauge is displayed only during a I player game. 


Team Members 
Vitality Gauge 


Extra Gauge 
Groove Point Gauge 
SC Level Gauge 


Groove is chosen (see page 16) 




Bonus Message 


a super move 


an Aerial Rave. 





















GROOVE POINT SYSTEM 

This is a score system only in a 1 player game. During a game, player's 
offensive and defensive actions are evaluated in real time. The ratings are 
S, A, B, C and D, with S being the best. The rating affects the player’s score 
when winning a match. 

FINEST K.O* 

If you defeat an opponent by a counterattack with a Special Move 
or Super Combo, it is sometimes called Finest K.O. A Finest K.O. will add 
tremendously to the Groove Points. 


nSe V: 


GAME RULES 

MATCH PLAY 

An elimination match lasts until either team completely runs out 
their fighters’ vitality. The vitality of the fighter who has won a round 
recovers after the round. The more remaining time, the more the fighter’s 
vitality recovers. 


WINNING AND LOSING 

If a character’s vitality runs out, the character is knocked out. 

If time runs out, the match will be decided and the team with more 
total vitality is the winner. The team that defeats all fighters 
on the opposing team is the winner. 

DRAW GAME 

A draw game occurs when both teams run out of vitality 
at the same time (double K.O,). 

GAME SYSTEM 

FLEXIBLE RATIO SYSTEM 

Each character has a Ratio, or number that represents the character's 
strength. Each team can have characters up to a Level 4 Ratio, 

For example, you can combine Levels in these ways: 2 + % 1 + 3 
or 1 + I + 2. 












GAMEMODES 

ARCADE MODE (1 or 3 players) 

Fight against CPU ' 

VS MODE (2 players) 


every match. You can also change Max Ratid, : :'|l|^|§ti 
You must connect two controllers to the Sega Dreamcas 
to choose this mode. 


GAME REPLAY MODE 

You can record your gameplay data or review recorded 
gameplay data. In order to use VS GAME PLAY SAVE, you 
must be using two controllers and have an optional 
memory card inserted. 

VS GAME PLAY SAVE 

A C Record a 2 player match and save it in a VMLI. 
C,A':C:C After a match, the following menu is displayed. 
CONTINUE - Eight another match. 

REPLAY SAVE - Save the replay data of the match. 
You can review the replay data in REPLAY DATA 
LOAD. To save a replay data, 30 blocks are 
required in the VMLI. 

EXIT - Return to the menu screen. 

REPLAY DATA LOAD 

Review replay data previously saved. First, choose 
a memory card to load from. Then, choose a § 


screen is displayed again 
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REPLAY DATA LOAD 


































TRAINING MODE 

Practice your Special Moves and combos. You can adjust 
various settings. Press the Start Button and choose TRAINING 
MENU to open the Training Menu. 

CONTINUE - Return to the training. 

CHARACTER CHANGE - Return to the character select 
screen. 

DUMMY - Adjust settings about your sparring partner. 

DUMMY ACTION - Adjust your sparring partner’s 
actions when Normal is chosen in DUMMY. 

DUMMY GUARD - Adjust your sparring partner’s block 
when Normal is chosen in DUMMY, 

LIFE - This option is available only when SNK Groove 
is chosen. Choose the character’s remaining vitality, 
either full or little. 

GAUGE ~ Adjust the Gauge settings. 

EXIT ~ Return to the title screen. 


SECRET MODE 

NEOGEO POCKET LINK 

You can download Versus Points acquired in SNK VS 
CAPCOM: MATCH OF THE MILLENNIUM for NeoGeo Pocket. 

DOWNLOAD - Connect your NeoGeo Pocket and Sega 
Dream cast with a NeoGeo Pocket/Sega Dreamcast link 
cable (optional) and turn on both systems. Follow the 
on-screen instructions to start downloading, 

EXIT - Return to the Secret Mode Menu, 

* Directional Button vfv^ - Toggle DOWNLOAD/EXIT. 

» A Button - Confirm selections. 

• B Button - Return to Secret Mode Menu screen. 
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SECRET SHOP 

When you meet various conditions during garneplay, 
various Secret Factors will appear in the Secret Shop. 

You can purchase Secret Factors with the VS Points you 
have acquired. 

• Directional Button <-/-> - Choose an item to purchase 

• Directional Button dh/st “ Toggle PURCHASE/EXIT. 

• A Button - Confirm selections. 

• B Button - Return to Secret Mode Menu screen. 
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SECRET LIST 


• Directional Button - Choose a Secret Factor 
list. 

* Di ruction a I B u tton r Toggi e SECRET FACTOR 

LIST /EXIT. 

♦ A Button “ Confirm selections. 

• B Button - Return to Secret Mode Menu screen. 


COMMAND LIST 


• Directional Button ~ Choose a character. 

• Directional Buiton - Scroll up/down a Special Move 
list. 

• A Button - Confirm selections. 

• B Button - Cancel sclccti on/exit. 























COLOR EDIT MODE 

Customize your characters with different colors. When 
you select a character, the Color Edit screen appears. 

You can save two color patterns for each character. Each 
character is made up of 15 color palettes. Adjust three 
color bars - Red, Green and Blue - to change the colors 
in each palette. To edit character colors, you must be 
using an optional Visual Memory Unit (VMU). is 

PALETTE | 

• Directional Button 4-/-> - Choose a palette. | 

• A Button - Confirm selections. 

• B Button - Cancel selections. 

• X Button “ Copy a palette. 

• Y Button - Paste a copied palette. 

RGB BAR 

• Directional Button 4-/-^ - Choose a bar. 

• Directional Button f/s|/ - Change color tones. 

• A Button - Confirm selections. 

• B Button - Cancel selections. 

• X Button - Increase color tone of the whole RGB bar, 

• Y Button - Decrease color tone of the whole RGB bar, i 

DEFAULT COLOR 

Choose the character’s basic color. Use the Directional 
Button:^/- ' 
















CHARACTER CHANGE 

Return to the Character Select screen 

SAVE 

Save your edited color pattern, 

LOAD 

Load previously saved color pattern, 
EXIT 

Return to the Main Menu screen. 


MEMORY CARD 

LOAD - Load your play data from a VMU. 

SAVE - Save your option settings, color 

patterns made in the Color Edit Mode and 

score ranking data to a VMU. 

AUTOSAVE - Turn AUTOSAVE ON/OFE 

© When AUTOSAVE is ON, your option 
settings and score ranking are saved 
automatically. 

@ To save your play record, you must be 
using an optional Visual Memory Unit 
(VMU). 

♦ This game uses 9 blocks in a VMU, 

« Do not turn off your Sega Dreamcast 
or remove the memory card, controller 
or other peri ph era Is wh ile 
loading/saving. 

* in autosaving and autoloading [ j 
{when starting the game), the VMU Ji 
in a port of higher priority is used f ' 
(priority; High AI # A2 .# 01# 

B2 # C1 #C2 # D l ;# : D2 LOW). 
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FORMAL MOVES 

Press a punch or kick button. Depending on the 
character’s posture, the move varies. 


SPECIAL MOVES 

With a combination of a Directional Button 

Command and a button, perform various Special 

Moves. See pages I 7-26 for each character’s Special 

Moves. 

BLOCK & GUARD CRASH 

Block opponent’s attack by pressing the 
Directional Button away from the opponent. 
Use Upper Block and Lower Block depending 
on the opponent’s attack. If a character keeps 
blocking attacks, eventually the character’s 
block will be broken (a Guard Crash). When 
this is about to happen, the blocking effect 
turns to red and the character’s Vitality 
Gauge frame starts to blink. 

SUPER JUMP 

jump much higher than a normal jump 

DASH or 4-4* 

Move faster than a normal walk. 

THROW / GRAB MOVES 

(Near opponent) or 4- + HP or HK 
Throw an opponent who is near your 
character. Some characters do a grab move 
instead of a throw. 




















THROW ESCAPE ^ % 

(The moment your 

opponent grabs \ \ 

your character) or \ \ 

+ HP or HK V 

,, 

BACKLASH LP + LK XL 

(press simultaneously) 

Move toward your opponent, 
dodging opponent’s attack. 

If you perform this move 
near opponent, you can get 
the opponent’s back. 

DIZZINESS RECOVERY 

If your character gets dizzy 
by opponent's attacks, press 
punch or kick buttons rapidly 
to recover quickly. 

TAUNT LK + Start 

(press simultaneously) 


v •. • • v. 

























GROOVE 

CAPCOM GROOVE 

The Super Combo Gauge builds up as you 
attack. The gauge can store up to level 3. 

' ^ LEVEL 1 SUPER 

Combo command + Light Attack 
button (punch or kick) 

LEVEL 2 SUPER COMBO - A Super 
Combo command + Heavy Attack 
button 

LEVEL 3 SUPER COMBO - A Super 
Combo command + Light + Heavy 
buttons (press simultaneously) 

SNK GROOVE 

Charge the Extra Gauge by holding down HP 

is 5 


full, your character’s attacking power 


can use Super Special Moves, 

When the Extra Gauge is full and the 
character's Vitality Gauge is blinking, your; 
character can use a powerful MAX Super 
Special Move. 




























are for characters facing right; 


P - Punch K - Kick 

LP/LK - Light Punch/Light Kick HP/HK - Heavy Punch/Heavy Kick 
Charge ~ Press a Directional Button for a while and then press the next Directional Button 
LV3 & MAX- You can use the move either when you have level 3 Super Combo Gauge 
in Capcom Groove, or when your character’s Extra Gauge is full and Vitality Gauge is 


blinking in SNK Groove 


SPECIAL MOVES 
Hadoken 
Shoryuken 

Tatsumaki Senpok^plt 
SUPER COMBOS 
Shinku Hadoken 
Shinku Tastumaki Senpukyaku 
Shin Shoryuken 


-=. (fig £ k 5 ■: 
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(after Wicked Chew) 4^"^ + P 
| ^fer Nine Scars Maker) P 
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SPECIAL MOVES 

Dark Thrust 
Fireball 

Deadly Flower 
Dark Crescent Slice 

SUPER COMBOS 

One-for-the-Road Blast 
Maiden Masher 


p ^^ mmm 

4^ + P : Mg 

lAJJL. ; D ■/,.;« w>k^.'d; 


4««e^tfS + P : : S 

*si-»*|,ic4- + p 
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mmlmiiAmoves 


jp Hyakuretsukyaku 
Tenshokyaku 

i ^ri'. i:.l’._,^'oi- 


SUPER COMBOS 
^ Kikoushou 

^Bazari Tenshoukyaku 


K (press rapidly) 
4 charge ^ + K 
:44§^l4 + P 
^ charge 4 K 


;^#44r>*^ + P 
4- charge 444 + K 
|£ charge ^M£7P + K 





























SPECIAL MOVES 
Sonic Boom 
Somersault Kick 

SUPER COMBOS 
Total Wipe Out 
Somersault Strike 



SPECIAL MOVES 

Power Wave 
Burn Knuckle 
Rising Tackle 
Crack Shot 

SUPER COMBOS 

Power Geyser 
Buster Wolf 
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{'press rapidly) 
^••charge 4 + P 
^charge 4 s + K 
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360° motion + P 


f 18* motion twice * P (LV3 St MAX) 
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SPECIAL MOVES /.••.• 

Tiger Flame Punch '' 

Koho **k6-a + P ';;Tv': 

Zan Retsu Ken ■ • ;: ~ SI 
Lightning Legs Knockout Kick U charge -!> -t K 

SUPER COMBOS J 

Haoh Sho Koh Ken y 

Ryuko Ranbu ■+■' P 




S Seethe Thunder P (press rapidly) 

. 

” ^;cha^e-;' , 4 ; ;i+ : .K 


|£ charge + P (press rapidly) 
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SPECIAL MOVES 

Lightning Fist 
laido Kick 

Shinku Katategoma 

SUPER COMBOS 

Blast Flash 
Discharge Spark 




Man 
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SPECIAL MOVES 
Venom Strike 
Double Strike 
Trap Shot 
Surprise Rose 
Tornado Kick 

SUPER COMBOS 
Illusion Dance 
Silent Flash 
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Double lariat 
Varvishm cj FI a t 

SUPER COMBOS 
Aerial Russian Siam 


360° motion + 
360° motion + 


K (near opponent) 


360° motion twice + P 
+ K 




SPECIAL MOVES 
Giant Bomb 
Poison Spray 
- Super Drop Kick 
Thunder Crush Bomb 

SUPER COMBOS 

Flame Breath 
Destruction Drop 


<€=■ charge * P 
p : 

K (charge and release) 


•TP i,;—^ 
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SPECIAL MOVES 
T Hadoushou 
Kououken 


4*2** + P 
*4*>i + P . 

+ K (in air) 


WmM 


Shunpu Renkyaku 
SUPER COMBOS 
; Sbinku Haddken 






X\ 


+ p 
+ k 
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SPECIAL MOVES 



Tiger Flame Punch 
Yuri Super Upper 
Rai Oh Ken 
The 100 Blows 

SUPER COMBOS 



W**”* + K 
+ K 

. ““' ^smssa + p 
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SPECIAL MOVES 
Nail Bomb 
Gore Fest 
Da Cide 
Outrage 
Tranquility 

SUPER COMBOS 
Withering Force 
Negative Gain 
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Miarii 


4* charge -► + P 
4* charge -^ + K 
4" charge 54 > P 
P or K (charge and release) 
4< charge ^ + P 


Turn Punch 


as 
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K (LV3 & MAX) 
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SPECIAL MOVES 

Crescent Moon Slice 
Flying Kick 
Flying Slice 

Spirit of Conquest Kick 
SUPER COMBOS 
Phoenix Flattener 
Super Phoenix Kick 
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<lr : charge ^ + P 
# charge # + P 
T* charge + K then P 
^ charge % + K then + P 
(near opponent) 




n 


M: charge + K then <f> + P 


SB 


v': .... '.'.T. 


€-charge + P (LV3 & MAX) 



























SPECIAL MOVES 
Hydra's judgment 
Serpent Slash (Upper) 
Taunt & Counter 
Double Return 

SUPER COMBOS 
Guillotine 

Drill 360° 
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P then P (press rapidly) 
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Ground tiger Shot 
Tiger Uppercut 
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5P£C//U MOVES 
Wind Slice 
Kaiser Wave 
Super Press 
Dark Barrier 
Destroyer Cutter 

517P£K COMBOS 
Gigantic Pressure 
Total Annihilation 
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+ P 

4“ charge *4 + P 
# charge -^ + K 
4* charge ^ + K 
4 charge ^ + P then P 


mm . Knee Press Nightmare 






SPECIAL MOVES 

Upper Body Slow 
Middle Body Blow 
Wind Slice 
Double Wind Slice 
Gale Slash 


SUPER COMBOS 
Raising Storm 
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a^Si«J>+HP 
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TWO LEGENDARY UNIVERSES 
COLLIDE FOR THE FIRST TIME 
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A game packed with the greatest 
fighters demands a guide filled with 
move lists, combos, strategies 
and secrets. 
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Get your groove on with everything 
you need to dominate the fight of 
the millennium. 
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To purchase Brady GAMES Capcom vs. SNK 
Millennium Fight 2000 Official Fighter’s 
Guide, visit your local electronics, book, 
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at www.bradygames.com 
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ISBN: 0-7440-0040-8 
UPC: 7-52073-00040-0 
Price: $12.99 US 7 $18.95 




TAKE YOUR a A ME FURTHER’ 

www.bradygafthes.cem 
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TAl^r IT."" 

IMiVCh I I 

COLLECT CAPCOM EDGE PHOOF-OF-PURCHASE POINTS 

j jg f , 1 vv■. ■ 

EVERY TIME YOU BOY ANY SPECIALLY MARKED CAPCOM 
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THE EDGE. CAPCOM EDGE. 

vMS'S' 11 .13 • • • • ••— 


CAME TO EARN AMAZING GEAR LIKE SHIRTS, GAMES OR 


EVEN A PORTABLE CD PLAYER! PLUS, YOU’LL BE ABLE TO 


WIN QUARTERLY SWEEPSTAKES WITH KILLER PRIZES - LIKE 

, • . 'TV . 1 V • : 'p !- 1 V-- -V • -VV 'V ' :t ,SVV '' • V ' Ml ''i, 
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DON’T FIGHT IT! SIGN UP TODAY 

JUST COMPLETE THIS ENTRY FORM OR SEND A 3x5 CARD WITH 

....... ■ . - 

YOUR name, address, phone number AND date of birth, 

■ ■ ■ ■ ■ : :' : M. 

AND FWRENTS SIGNATURE (IF UNDER 18) TO: 

CAPCOM EDGE 475 OAK MEAD PARKWAY, SUNNYVALE, CA 94086 

■ * ’ . '• ‘ • T : • •’* :\v. v;,; • '*/ • • ; • • .V**♦! •-* -’-VLTiY:; • V - : f :;XVIv 

• . l-./l-t' 

"" ™ ■ 8/31/01 2 gsf name and/or address. To claim awards sand a 

ernption forhi/OapCOm'fidg.B cY-.Fighters Edge proof-of purchase points (or Original UFO 
and handling feas tp-iSapcpmEntertainment {see www.capcomcorn er complete details), 
norooanatse is -.subject to/change-#ad; %h]eCt to availability while supply lasts. Allow 10-i2 weeks for 
, Items may he shipped' separately- Extra points on orders will not be refunded, Points cannot be 
or spld:ft#l^fcr any other purpose. Capcom Edge pointsPannot be redeemed 
fef da^h. Capcortl- .rescind, gr extend this offer at any time. Points ard subject td : 
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Verification. Chilly Original^ CapCdm Edge or Fighters Edge proof of purchase points Or original UpC codes are 




valid from, retail packages or from authorised Capcom Edge or Fi ghtersEdge certificates. ISfp reproductions 
allowed. Points valid only once per game pbrehape per persdrti The Capcom Edge program i$Valid only with 
current Capfeom and Fsghter&Edge games* Those under age 1$ must have parent dr guardian signature to 
pprticrpate. The Capcom Edge program is operated by Capcom Entertain mem and is open to residents of the. 
United States and Canada excluding Ouebec, Fraudulent claims will be voided Proof of mailing does not 
./ cohstitdfe proof of Capcom is not responsible for lost, incomplete, damaged of illegible claim, ferrtls.- 

Certified maiHs recommended for orders. Sweepstakes winners will be determined in a random drawing from 
registered Capcom Edge members. 'No'purchase, necessary. Odds of winning depend.on numbeFpf 

tefed Capcom Edge memberc,;.Sony Computer Entertainment America, Nintendo of America-arid Sega 
of America are in no way affiliated With this program. Employees of Capcom Entertainment; its agencies, 


/$ | 


vepddirs add their immediate family members are not eligibly for this Offer, Ail decisions of Capfeppri 
Enterta inme nf on all matters relatfn p to this p rpmption a re f i rial, Recipi ents a gree th at awa rds a re prese nte d 
PO the condition Capcom Entertainment, Sony •Computer -Entertain me.h.T America, Nintendo of America, Sega 
affiliates, subsidiaries, divisbns art related companies^ have no liability Whatsoever, for phy 
damages, injuries, losses or expenses of any kind resulting froth acceptance, possession druse- of the award. 
Award recipient:4s>^ respdhsiblo for dny and all Feder^jy State and local taxes if necessary. Offer is ••.only good in 


Wis 


United States and Canada excluding Quebec, Void where - ; 


prohibitedby -law; Other Tesmctiprth apply. 

All orders must be postmarked by 8/31/01. 

© GAPCOreo , Tm mm. # capcom u,sa, ite. 2000 , all bights 

RSSERV®$APC0M and the CAPCOM IGGiO are registered trademarks of 
JAPCOM^, LTDlCAPC(ME 0GE iSU Trademark of CAPCOM 60. Lia 
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Manual Design: Hanshaw Ink & Image; Marketing: Todd Thorson, Sean Mylett, * 
Robert Johnson; Creative Services: Jennifer Deauville and Marion Clifford; 
Package Design: Michi Morita and Jamie Gibson; Translation: Masayuki 
Fukumoto; PR: Melinda Mongelluzzo, Matt Atwood and Carrie Mogenity; 
Special thanks to: Tom Shiraiwa, Miki Takano, Bill Gardner, Robert Lindsey and 
Customer Service. 

90-DAY LIMITED WARRANTY 

CAPCOM ENTERTAINMENT, INC. (“CAPCOM”} warrants to the original consumer 
that this Sega Dreamcast GD-ROM (“GD-ROM”) from CAPCOM shall be free from 
defects in material and workmanship for a period of 90 days from date of purchase. 
If a defect covered by this warranty occurs during this 90-day warranty period, 
CAPCOM will replace the GD-ROM free of charge. 

To receive this warranty service: 

1. Notify the CAPCOM Consumer Service Department of the problem requiring 
warranty service by calling (408) 774-0400. Our Consumer Service Department 
is in operation from 8:30 a.m. to 5:00 p.m, Pacific Time, Monday through Friday. 

: \ If the CAPCOM service technician is unable to solve the problem by phone, he/she 
will instruct you to return the entire GD-ROM to CAPCOM freight prepaid at your 
own risk of damage or delivery. We recommend sending your GD-ROM certified 
mall. Please include your sales slip or similar proof-of-purctiase within the 90-cay 
warranty period to: 

. CAPCOM 

Consumer Service Department 
475 Oakmead Parkway 
Sunnyvale, CA 94086 

I his warranty shall not apply if the GD-ROM has been damaged by negligence, 
accident, unreasonable use, modification, tampering or by other causes unrelated 
to the defective materials or workmanship. 



If the GD-ROM develops a problem after the 90-day warranty period, you may 
i.i intact the CAPCOM Consumer Service Department at the phone number noted 
• •lisly. If the CAPCOM service technician is unable to solve the problem by 
phone, he/she may instruct you to return the defective GETRGM to CAPCOM freight 
iunpaid at your own risk of damage or delivery, enclosing a check or money for 
$20.09 {U S. funds only) payable to CAPCOM. We recommend sending your GD- 
ROM certified mail. CAPCOM will replace the GU-ROM, subject to the conditions 
above, If replacement GD-ROMs are not available, the defective product will be 
returned to you and the $20,00 payment refunded. 

WARRANTY LIMITATIONS 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE HEREBY UMtTED TO NINETY (90) DAYS FROM THE DATE Of 
PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH 



HEREIN. IN NO EVENT SHALL CAPCOM BE\ 
LIABLE FOR CONSEQUENTIAL OR INCH' 
DENTAL DAMAGES RESULTING FROM THE: \ 
BREACH OF ANY EXPRESS OR IMPLIED' 


The provisions of this warranty are valid In the Unltcd\ 

Stated and Canada only, Some states and provinces do v 
not allow llmjtatlcns on how long an implied warranty lasts's 
or exclusions of consequential or incidental damages, so the\ 
above limitations and exclusions may not apply to you, This\ 
warranty gives you specific legal rights, and you may have other s 
rights, which vary, from state to slate or province to province. \ 

ESRB RATING 

this product bias been rated by the Entertainment Software Rating board. 
For information about the ESRB rating, or to comment about the 
appropriateness of the rating, please contact the ESRB at 1-800-771-3772. 

Sega is registered in the US Patent and Trademark Office. Sega, 
Dreamcast and the Dreamcast logo are either registered trademarks or 
trademarks of Sega Enterprises, LTD. Ail Rights Reserved. Made and 
printed in the USA. WARNING;: Operates only with NTSC televisions and 
Sega Dreamcast systems purchased in North and South America (except 
Argentina, Paraguay and Uruguay).WiU not operate with any other 
televisions or Sega Dreamcast systems. Product covered under one or 
more of the following U.S. Patents: 5,460,374; 5,525,770; 5,627,895; 
5,688,173; 4.442.486, 4,454,594; 4,462,076; Re. 35,839; Japanese Patent 

No. 2870538, (Patents pending in U.S. and other r -— 

countries); Canada Patent No. 1,183,276. The ratings ! 
icon is a trademark of the Interactive Digital Software i 
Association. Sega of America Dreamcast, ! fiNrfSpHg 

Inc. P.O. Box 7639, San Francisco, jg&jSflS: 

CA 94120 

L' ESPCOM VS SNK: 
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JOIN THE RANKS OF THE WORLD’S GAMING ELITE AND 
EARN CAPCOM EDGE POINTS EVERY TIME YOU BUY 
THE CAPCOM GAMES YOU LOVE. COLLECT MORE 
POINTS AND GET ALL KINDS OF COOL STUFF 
LIKE T-SHIRTS, WATCHES, SUNGLASSES 

PORTABLE STEREOS AND OTHER 


DON’T FIGHT IT! JOIN TODAY! 


CAPCcM ENTERTAINMENT, INC, 475 Qakmead Parkway, Sunnyvale, CA 94086 

©CAPCOM CO. LTD. 2000 ©CAPCOM ITS A, INC, 2000 ALL RIGHTS RESERVED, ©SNK2QG0. CAPCOM and the 
CAPCOM LOGO are registered trademarks of CAPCOM CG., LTD. CAPCOM VS. SNK MILLENIUM FIGHT2000 is 
manufactured and distributed by CAPCOM CO., LTD. under license from SNK Corporation. SNK is a trademark of SNK 
Corporation, CAPCOM EDGE is a trademark of CAPCOM CO., LTD, 

Sega is 'registered in the US Patent and Trademark Office. Sega, Dreamcast and the Dreamcast logo are either 
registered trademarks or trademarks of Sega Enterprises, LTD. All Rights Reserved, Made and printed in the USA. 
WARNING: Operates only with NTSC televisions and Sega Dreamcast systems purchased in North anti South America 
(except Argentina, Paraguay and Uruguay!. Wilt hot operate with any other televisions or Sega Dreamcast systems, 
Product covered under one or more of the following U.S. Patents: 5,460,374; 5,525,770; 5,627,895; 5,683,173; 4,442,486; 
4,454,594; 4,462,076; Re, 35,839; Japanese Patent No.2870538, (Patents pending in U.S. and other countries); 

Canada Patent No, 1,183,276. The ratings Icon is a registered trademark of the Interactive Digital Software Association. 
Sega of America Dreamcast Inc, P.0. Box 7639, San Francisco, CA 94120. 








































